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1 Set up your PlayStation game connote according to the imtTuctnCJns «n 
rti Instruction Manual. 

I- Insert- the KING S FIELD due arid tkwe the CD door 


Note: Make jure (hr PlayStation game console's pawn is off 
before inserting Or icrtiiOvmg a Compact disc. 

3. Insert a game controller and turn the Playstation pnn; console ON 
The opening story wrl I start, and then the frtlefGamr Start Menu will 
appear. 


4 Press the Start button to begin 
play, Follow the cm-ten-en 
instruction* to suit a game. 


























































Kind's F-jcUt Con+rols 




Top View 


DIRECTIONAL BUTTONS 
SELECT BUTTON 
START BUTTON- 


WRITTEN FORM 

A BUTTON 
O BUTTON 
X BUTTON 
□ BUTTON 


ACTION 

BOTTON 

Mqjvp chj/jftfi forward or badk‘ ! movir curwr 

Direction Button ^ of 4 

Turn durKln l*ft of right 

Directive Button *- cm ’* 

Run 

Mold X 'vuttern 

Attach with weapon 

O button 

Attach with nvagic 

A butten 

Omf/cpTn dn^ talk with other thifKlum, 
pick up items,. and confiiui comman* 

X hutt.cn 

Opr ’i Ltatui window 

Start oi C Button 

Move character parallel left 

L1 Button 

Mow; character pjralM ri^ht 

fil Button 

U« selected ittm 

Select Button 


-to 



















































tyc story 



Ancient Writing* 




Deep w»thi n the foretti of Verdife by a hidden cavern Concealed among the 
italaclitei of thh myitr-al and holy place wai a monument erect td lor the 
Highest Elf, The mo-numrnl war Intcdbed with ancient writing! upon i(i baie, 
and only the direct defendant of the Highest F H' wai able to drt iphpr the 
wntingi, which said 

Vi j] *tjJ Tf-n A gtrat *hip htv fatten from the iheriH f ITI )t ilrudk the hlund at 
Mcformt, ernd buned dump wifrun tbm bfemd, Thc np who am-*' r mrn far* 

away tandi to iti tuned trmasums ihatl neve* tvtum alive 

Never pppraAth the. ffiand .. for ft} c tiewpiOg hnp if in [fw dtw+neili tTUwm thf 
great awabemeg ,' W 

fit# I!land of frfetwrt 

There arc three countries on thu northei n continent: fiinatyfci, Egret and 
Viidrtc-. In jhc mjkht of rhm# countries lier the myrt™! M.snd of Melinat, 
controlled by fofljfr* of good and evil 

In ancient tiroei the nigh-elves discovered the island and bw'lt a holy lhrinr 
Alter the thfirie was erected, monsters hidden in the rslanrh 1 underground 
ahrM *nil' lulled mint of the high-efvei.. Thaw u,Ao survive.j Us ter died from 
mysterious poiiuni. 

Thousands of yean later, the three notl hem countries were unified and under 
the control of the powerful King Hjrvine. Hannne attempted to build hh cat¬ 
tle on the bland of Mcianat, hut the momten again aroie and attacked (hr 
King's men. Haivine was forced to retreat to save the ftw men (hat he had 
left Became of hi! retreat, he lo*t power on the northern continent, and he 
could not overcome the Great War on the continent. The land w« then 
divided into three countnei, Granatylu. Egret and Vendftt. 


Legions of monsters then, emerged fipm within the island and crossed the 
rough channels to the northern continent. Egret and Giaoatykj were com ¬ 
pletely destroyed and lay m rmm The penph' d Verdite now fear for their 
ljv«i and their country knowing that mmo the Kingdom of Werdrte swank! be 
rnvadbd 
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"fyo Story 


CWlftf 


The L«(«(tdi of the Land* 

Many ytll^rs believe that there n either a good god named jreth (the Win It- 
Dragon) m an evfl demon known as Guyra (the Black Dragon) Jrvmg on the 
Wand oi Mdan.u There 11 a legend that has netn pasted down for ceotunei 
telling of the valuable cry slab that can be faunacm the Island. Became of this 
legend, many poor people have crofted the channels to the Itland ir» search of 
ib hidden treasures. Those who survive the crossings are subjected to the evil 
pohon that Is on the Island, and (hey become the d,«vet af th<s niv.i<™s poi¬ 
son It is jj»H that once a person hat been infected by the poison. t hey cannot 
leave the Island. 

HOwevrr, the leg*nd An speaks of two kinds of water on the Island. One 
water a purifying a nd can free there inflicted by the poison. Mo one knows 
where the purifying water Cart fc- found, lie powers of |he other loud of 
water ■■ unknown 

The History Of Verd rte 

A young warrior n rmerf Alfred re turned to VcnJrtc horn the Island of Mclanat, 
where he had been sen rchmg for hh father, who had left many yean ago to 
slay the evil monster 1 on Mflanat. Although Allred d.J not find Its falJlei, fie 
did survive the tritxilaborvs of the island. The widie n spied upon the weary 
Alfred, as he approached the Castle of Verdite, and opened the suites to let 
him in. The eldest at Hie kingdom shouted, ’J< p. IruFy .1 mirar.k - 1 Arfipd has 
returned frpm the myibcal Island of Mdarwt a live C 

Alfred then began to Eeli the villagers the stones of hn achrntuirs The mon- 
iter that AJfred had gone to slay wai actually the feimer King of Verdifo, who 
had turrred evil and was now known as the Black Dragon, AHfed told the 
townsfolk about his rea«h lor Ilk father, and about fighting with the Black 
Dragon. Alfred then showed 1 he villager Ms greatest treasure - (he Great 
Moonlight Word — which he had found on Melanin. 

The Vi Hagen were captivated by hn heroic courage and shout e d 'Alfred is Eo 
be the new Ring of Verefctei" Alfred war then crowned Ring Alfred 
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-tyc story 


««t 'A 


TKt Fall of V« rdKt 


■ 


k 


Over the ned few yean, there was peace and j ay in the Kingdom of Verdite- 
Then something very terrible happened The nwmteri appeared in the caverns 
near Verdite. K ng Allied ws-nt lo destroy the monsters, but found that his 

pOwxrrfut Moonlight Swrand had been stolen. Without hfi powerful mnsrcl, King 

Alfred war unable to defeat the monsters, 

King Alfred then dispatched an extensive search party to hurl ft ■ hit tnt-. mired 
Weapon, The »oldieii thoroughly searched ev^ry villager, hut > he tword was 
not to be found, Whflc the soldiers searched for the sword, they found a letter 
deep within the forest- of Tfrrdite. It was written in the anient wifonp that 
could only be deciphered Jjy the deveendanb of the high-ehn. and i| read; 
"hfecrOn seeks fhr powers of the Moonlight Word. He Imes on a mystkai 
island, in the sftidst o* the northern continent Necron controls the Island ol 
MrtinM 

King Alfced thee immediately se nt ho soldiers to the Island, in hopes oF discov¬ 
ering the fJ nth about the Island and finding hit magical sword 

fisjr his soWBers wort’ never heard from again. 

The Great Journey 

Seer -f,l months lit*, r, the King's best friend, Alexander. arrhmtf at the Castle of 
Verd tv to visit King Alfred. King Alfred told Afo-ui-dei about the missing 
iword and about die monsters near Verdise. Alropder pnxlnirnrd that, with 
the King's permission, he would go the island of Mctenat and destroy the 
monster, and bung hack the Kang's sword. The King granted his permniion, 
and Alexander began his journey. 

Whil c crossing the channch to the Island, Alexander's ship was attached by the 
Creatures of the iea, and was ccmplH ely destroyed. AN the King's me n were 
Pent at tea, except for Alexander who became entangled in seaweed, and drift- 
ed to a small re rf When Alexander Trained cpn«ieusneis he lifted his ryes 
and abie-ryed an island in the distance, he sfowfy -warn to ih« shoreline, los- 
ing hn weaponry and armor in the musky waters Alexander crawled out of 
(he ir.i, and stumbled courageously towards the ;awrm, within the liland. 


6 







>^ur Journey Serins 


Starting a New Game: 

To begin your jowir-ey into Kjou s field, follow these 
untruct*?m id start a new g*me 


5. Select ''START' from the Til e Screen i 1 Game St*rl 
Menu. 

2 . Afte tlheckrfig the memory L*>rd. the PS rw^Lcud menu will ,ij.’pp,Ti 

Not#; Ilf no memory cj J d rt imertaf. Kinjfk field will inform you Owl your 

i!,ame can not be wved and you wu'll ftart your journey or the iham ©I 
Mi'l.uijit Ikland. 

}. To rtaft Pi new game, iHrct "’NEW* Injm Elite 
menu and pint An xUon butler to eo-nttm 

d Y&u will begin yourjewmey shipwrecked on the 
iHnr .1 of MeJanat liland 

Loadin g a S avad Game: 

In King'i TiekJ, there are two ways to load a saved game, 

1. Loading from the Title Screen 

You cao load a sawed igame from the Tided Game 

Start JVItny 

1 Select ’START" horn the Tide Screws/Came kart 
Menu. 

2 After rbedkihg the memory card, the New/Lcah 
menu Will appear 

i To continue a k«ed game, move the cursor to 'LOAD' and preu. an action 
button (O to tdsrcelj. 


















Your Journey Uctjins 




i A Irtt <lf all King ! Field game*. previously caved on 
that m i-1-ic.fy card wil I tre displ jymJ. Move turtun 
to delved data and p^ess an action button to 
confirm (C to cancel) 

5 King s Field will now- lead the u-lerted, previously 
*.ived g,i iru- 



2. Loading from the Status Window 

Vcki can load a taw-d game anytime throughout the* 
game by uu'ngj ( he Statu* Wtrukh*’ 

1 Press [Fie slaur cr O button to Open the Statu- 
Window 

2 Move the curwK to 't'ATiV , then prett * to ion- 
firm |'0 to --JIK i.'l, 

3. Move (he cursor to 'LOW, rl*en preu x to con¬ 
firm (O to cancel f, 

“t. Select deu'red data and prow X fO to cancel] 

5 Selected data will maw toad 























Saving ond EKi+ing 


having Your Game; 

You rtluil uve your g.'.inc 1 before i-siting ar d jfti-r 
you find important iterm. Your game car only be 
yav**d ad; the crystal 5 saving point 

\ Lotide * crystal uwng pels .trrtf press x in front 
qF it 




’ tj 
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2 Kang.'i Field wili check the merncty card and dis¬ 
play Its contents. Sc leu L cHeiirerf dbla or 
"hf EUT if you do not have a previously iJved 
game (O to tianceF). 



Ending Your Game: 

To e>it 1^'ng‘ii FieHd and return to the Titfe Screen, 
yqy mint end yetir (vrrrrvt gqme Be tyre you have 

...wed yOur game before you Silt, tw item^ and 

ripe i<*ru.L acquired since you< lan u\e ■*,li be tent. 
I (Yen Stiltt or the O burton to open lhr Sljtm 

Window Mow (he tuner lip ‘'DATA“ H then 

pi™ X (C (o cancelJ 

2 . Seine 4 - QUir trcHn menu and preii X 
fO to cancel) 

















fcing'i ficid hw two nvodtrn: the Mjsin Stieeh And Ehe itatm Wrndow Prem Star! or 
(he 0 burton to 1 witch between the two. 




Main Screen Statin Window 

!< Main Screen 

AN fighting and XlKW tape* plat* on the liuin jtnM-fl Thu Mini Sue«yi :ugntAirn 
the tUituL pjrtrl And compa^ 


Hit Pointi 
Power Gauge 
Magic Points 

Magic Gauge 



Compass 


staying Screen 


The 3iatut Panel i-how-i feu* thing' 


HP 

Thh ihown the rvumEwr of hit pfSnb fCOiainifqj. When 
yogi HP reachet C“00. you die 

MP 

Th*t ihown 1 h< number of mag* poinb letheming. 
cannot be oi^ef when MP it^hei 000. 

Pouref Ci-iugr 1 

Thn |$ dw power yOu have to Vwir\£ # weapon. When < he 
lint h at maximum, then jflv hiwe a hiN iitmg 

(iAngic -Gauge 

Thit it Ux concentration wttlrd to can a ipHI. Mag* 
can only he tri-etd ..-he i-i the g h at Oljwir*>um. 


rn»e tampjin thewi the dir ection you are hejdin^. li -diO it'Cryn your pc ml ol 
Ulew up or tknrtv 

























Playing King's Picitt 


tout'd 


Z* Statvi Window 

The Statu* Window 11 were ypo equip your character, use item< r and u v e sys¬ 
tem options. 



The Statm Window corilaim their options 


Use Item 

Use an item from inventory. 

Um iMasjit 

Use Htoseri^ and defensrve nugrts. 

Equipment 

To equip weapons. armor, and oifrnslvr magic*. 

Strength 

To check ypur defensive and offensive pewer 

Drop Item 

Throw away item*. 

Date 

Loading data and ending the game. 

Option 

Game options like Sound On*! Off. etc. 

Mum 

Is return to the rfuirt screen. 


























vrsc/e^ujp Hers 


tiling Items; 

Once you find an item. il g>sci into your inventory. 

Vw ™t the-’ de-ode '•/bon to uw d 

I Ptch Stjrt or the O bull on In op*rt the 5 tat l* 
Window. 

2 . Mow the ttiMor l.a 'USE 
ITEM* then pwtE X to 
confirm (O to caned). 

3. Select the item you wnfi 
1.0 UH7, then prt'it ttst X 

■button (O to cancel). 




Equipping Your Character: 


There are many dUrimt item-., ^ration*, armcn, and mapn in Km^'i riekl Mott 
Ol* there muit be equipped in order to oie Shrrr You equig in one fcbesi" catr- 
gprici: weapon, thrc-ld., herd, body, .Him, le^, item 1 or rte it 1 . You cjo jIio 
ariigii either £ magic or item to the Select button 



wih 


a um murn m 

V' as «■ 


t birvj Start or the 0 but¬ 
ton tc operi the Statin 
Window 

2 Move the cunor to 
■EQUIPMENT' Iben 
prrn I,he- X bullion fO to 

cancel). 





J Street the category for equipping Preu the X but¬ 
ton to confirm (Q to cjncidj 

Note: Iserna I and 2 .irr iterm oilier (ban weapon* 
and arniei, web m bracetrti and pendant* 

4 Selept the item you want to rc|ii^j and pri'v, the X 
button fG to caned). 



















Gt'fycrirtt} [’potion (tnd Hers 


Opening doors: 

You mut open doon. to go through them Pjw* the 
it button tuhrle in Front of the door to open it. 

Doon j:r often foekecJ lUy.j need to u>e Che cor¬ 
rect hr-, to Ljnfodt it Si-*me d<3on requn two kr.-,-. 
one for each direction year with Sa open 



Conversation: 

You Wlff (fleet marry people rtt Om .’■ctaefiture. You 
mult finen to them to chad you don't mm 

any important infcJmaltpn People hr^e a Jot to -My. 
MJ don't forget to M Ik to them mor« than (Kt&e 

I. P».« the X button to sU-rt a Lortvenatioii 



l After I he Ant teitf pomes up, press X Jgarrt to 
continue the corwTwtion. 


Looking for Itemi: 

There are three wayi to find iterm. You on find 
derm in containers, on the ground, and on the crea- 
turen you dfttroy (they may d op [hem,I You muil 
irutke urr to rhei k everywhere. Or you may min an 
•■npmlant or meh.1 item. 



Op*T. treaiure i-he*ip hy pr^-ijjng the X t*ullon while 
in Aon' of it Some chetb we locked, and fcuyi .tie 
needed to upeii them, 

Creatum you kjH may drop gold aatd important 
itevm r *q make wre you itkk around to find out 
what thry h-auc behind 



























Govorins Inf*-rr , c»+ir'n on(t Hcf^s 


Picking Up I ft? mi: 

You weed to pith up the ilrtm (.hit. you find 

Piy attention io the ground iterm jic iwt- 

tr'ef -.i ,t|f .1 'oi mtf .'■it’f.i'l.vl iibfidl. 

1 , When you find an iffm you with to pick up, 
man; your character Suit to- it. 

2. Pm™ the H button. The item wilt then 
ratale in front at yGu. 

3 To jiJJ tl(n item into yaui inventcry, preu i.f» X button w+uk looking K it 
fO to cancel) 





Sc ne ileiiH will be in container! cw on d<jd inh-ihif.inti Picking up thew Ibita h 
no deferent from picking up Hen from the grmind. 



















&^yin^ £»n*t Selling 


Buying and Selling Uemu 

When you Find a merchant. yei can talk to him and 
Oily a xl »ell iteon {you cannot ic II mjuipprd rfrimj 




Pitii x in fiont of 
the rUerthant to 
■.tart a convert* fa on. 

Move the curwr to 
‘&1JT o* "SELL", 
then prru X tO con¬ 
firm iO Eo cancel) 

Setect an. item with 
the d»wtKHi pad. 

Vow c*n add QC lufc- 
Ci-ilI how ifi.V'iy of 

rhat item you with to buy nr id try unnj Hie LI 
or ft I tnjttoni PfCJS the X butlCri Du confirm 
order (O to cancel) 


Other Shopi a«id Character** 


Thurrc ue other inefuF rlroftt in King'i Fre-IJ 


Key Shop - You can buy ot duplicate Pury-i herr 

Cryvt.il 'hop - You can exchange your cry it ah 
for other ineful rt«m. 



For time Teller - Vbe can explain iterm to you 














Experience Condition* 


fc 


Fighting: 

You w>ll find many different eiraturm in King> Field Vow mud their «mw- 
mi'nti and vn.--*knttKM to master youi fighting i^chniiCfue. 


To fight, you most uic a weapon or magic 

* To uto a iwoed, you must be dote enough to attack 
the creature- Each weapon hat III Owfh dwatlerH- 
tin. ip you mutt te.tlfi the*f ach^n-tagei and 
drtidYantagft 

■ Magic is shot to fh ' 1 Ca> i itt-r of the sLiren, to you 
nnyhl Cjiit It when the creoturt! n directly 10 hWit of 
you. 

■ hatk move Tient (o hgln it Nit - Away - Hil - Awjy 
nation of loth ra-ord and rl-uigic 



Try Id find a good t-omhi- 


EnpCFience, Power and Conditioni: 

Vbu cam esjiT'ifw your experience pom It and strength level* by openiitj; the st^lv* 
tumdow 


- Every time you kill * nTaturr, yuu gam rupen'enqr poinfa. When you reCehn.’ 
popugh eiperierKe, ybu fcairt a levrl Then when yuii grfiH J fevd, youi HP and* 
MP i-nLuidHr. 

' When you fight Wl'tH ywr word, ywf Strength Power uaiiwi. 

* Whrrt you fight with, in-igi'c, ygur Magic- Pnrwc- intreaiei 

Note: Your JhengEh and Magic power relate Id Offense diel Oefertic 

Changing Coriditioni: 

Some of the monster* in (ting* f wirt attack with umutuaf weapon*, such at poiioni 
gfl-l When you ^eg attacked -by thoie- weapons, your tiuJy Condition changes, and 
you meed to shed .md beat a* soon h possible. Conditions can be checked from 
the Statu* Window. 

CondiUomi, 


NorinaP 

Normal Condition, 

Poisoned 

Ycur HP will dimmfih, 

Paralysed 

You cannot move for a while. 

Dash 

You- cannot vet around you very well 

Curved 

Your HP and HP will diminish- 

Mow 

Your move meet becomes very dew. 


I ft 

- -4 !#.■•■ n v s 

























I "tor’s, weapons Arp^r 


t 


Itomi: 

Her* **■ Mime exjrftplei uf itenn ypy find In King"* Fi'eWj 


forth Nc-rh - Tbtle htrbi wiM 
replace 4<l point! of HP". 



B Dupoiipn Hetto - TtiifMr hertn cun? the 

uoii-dilraii uf being f;tniune-d and 15 
pointi of H P. 


■Mocrfs Stpne - Thqac Uo hfi »*rf made by 
magic and recover 40 poirth of ,MP 




f irc Cryrtal - fhoe cryvLih conwvt of fete 
energy When you find and usp one of 
fhrw pryitali, ■jmi learn ore of (he frvr 
fire itUgjfcL 


Flu+p - If that (Kite n played at a J5rIhs* of 
vundr an ipr bridge will appear. 













Hors, o/capons £»n*l Arroj’ 


We^poni: 

Th«* are eumplei. tpf tfemtyou can find in K ng'i Fretd 


Dagger - Thu i'. the weapon you starf the 
game svith It i( not strong, and yaw murst bo 
very den* to iw it. Try to find a different 

*ni apon tW soon in potublc, 




ArtHteit A kind o* how that hat a long 

range ,1 rtd great ppwer You n-peef high 
strength to rf^Uip this weapon 


Crescent Axe 


A long and powerful u«. 

It« very heavy 



Armor: 

There are «*mplci of irmon you can find <n trig's Field 



Great Hdm - These helmed were 
one.’ worn hy foughb, It's a gpO'f 
head 1 protector. 


Breast Plate - The A an ordinary kiesait 
ptalr It s not ve*y strung Ih t allows for 

(nubility 




hurt Boots - These Olrfm^ry hoots are 
crafted of leather and coaled wilt. -rots. 
































Me* < 5 ^ 



Siting Magic; 


There .ire off*™ru* and dtofenwre 
ma^tCi M .i^i-Li .ire dlici r Utufied 
into ftw sLfJ'ib-jtea. Fa*. wjler, 
earth, wind, Find light, i\xh 
.attribute hat a tew different nugtci 
When you find and uie an attriiutive nryitaf. y*u 
ream the tpell that'll trapped im-icfc rL 




He re arc uxrte era nplev of mi.i g . 


Offensive 


Fire Ball f Fine] 

Throws a. fire ball 

Wind Cutter I'Wind) 

Carb a imaJI cutter that dicti. 

hit WalMFwe) 

CrejUi prlLirs of fire art)und iti victim 

aghtntnft Volt (Ji^htj 

Calf] a lightning volt frem the iky- 


Dr'fprnrve MaghCt: 


Earth Heaf (Eyrth) 

ftecovrrr Joit HP pointi 

Di jpoiwn (\VaLer) 

Curt, perron. 

Bleu (Light] 

Pictet Li horn tviJ magiei. 




























fctfvicc 


Helpful Hints: 

N're ire Kin-hr !,.nil hsnb and itratsgwi to help you find the AlowiHght Sword. 


I. F'jd'tifif • fhii ii one techfiuyje for N|jli[infi 

Pul -lonw- dntaner between you jnd the enemy Ifcail 
until -yt-i.r Pen w r Gmi£s m hfll Start i a-ihing and ruth 

the rnrey [t>Let -t t-nl* hmii|{ prattur; Attirr your 

attach., retrc.it ftepeat procedure L.rrjl DEATH 
fUte L3iRI to rotate behind the mtni|nef«i tan 
Mi -UCk Uitfly.J 




OiKr you find a 
T-al* 1 ’ Mid "Lute Key’' 
of |fw -..irw tyfH-. fan I 
findriAJit. Lhe youi 
fli front of th p 
(HJKl-rpCM Nlihv if you 
IW jet knt Of diKk, 

U*lf the "Ctftr’ and you 
will oc tram parted ta 
the guide pail you Wl 
ll» h«-p- m rivrr ere thn-e 



[W-n <jl "Keyi‘ and "Gate." 


J Ov not attach mmin horn the *tonl Rotate around them and dath 11ru ,n llw Iku.V 

■* txaifi (hr li-rgth Iftr iwo»d your utirtjj. Each raced it different. Ym*i approach needt 
1o be ckne enuu^i to attack the rimny 

5 Learn to I, <1 food cocntnru!Mj#ii o i magic and nuord A 
umaA magic {*ti at lead tttftp the enea tty bom afl aching 

A Don't hjbt mrmln with hrjgher levcih You null 
encounter cieatum. that you can ra*ve< beat at yQCH 
k*et around them uwtal you gs up dnhe hiveh, 

? Vfhi ran nun by pcfWlg the X button.. When yOu ran 
you can't atJifh and yftur defense n tew. 


It Too wiV set* many ' -m ’■ Qm It out aakuui (ha- tea|n 
there (l uiu.i'ly a iwrtnJi (n Inin it off 

9 [here are rrarry hidden doon Wv the walk. Preu the It 
button in hunt of the walk, you may rind a hidden dw» 


2 ? 























advice 

{l 


0, Wiilc you are tanking tar hidden Jtxm. yr. j may firxi HNfsitiiMig tire, hapi You 'iLiyist 
tailed by [he trip-, be tirefuJ. 

It Kjnji ftcM rv a va* *twkl Ypy < jii tJJ^I-^l!»i[ i*vrry*tit<r hit you e#n #l*o bit 
your auy Bauly, ftrj [.tN-tal tin U< you get j. "tote' and ’%jrf 



1 J, Ei(b ; ■cpt'aCtt.l by i b-ndkw'. On the 
olh*r iide c< thedtaw, inondien may Kp tlron^t-i 
ft dake iui e yOkH levHi Mt high i-ndi^h pt lu 
llw ««( »NM 




13 H y<W hAv»f llte Imago Itath, and hjve a 
certain pendant eputaf-ed- the- l#n-me ai 
tairih di« in place oi yfrj !< anly rf 

jwu arc k- lest by trept ar n*twntrn. 




































